
In Ancient China, the Emperor was the holder of this power and 
with his anry alongside him, he was a force to be reckoned 
with. Thus he staked claim to the vast lands that are China. 

His final battle howe/er ended in dd^eat. While people fell into 
submission all around him the Warrior monks of Tibet would 
not relent and courageously fought against his a/il. 

Knowing the power of the dagger, they succeeded 

in removing it from the Dragon Emperor's ^ 

heart —reducing him and his anry to ^ 

carnage. The dagger was returned to its 

resting place within The Great Wall and locked up 

for all time... 


Now three parties hold the dagger close to their ; 
heart. And all for entirely different reasons ’'U* -Sm 


Lara, forBer the adventurer, is one of these 
On her travels she will encounter the other two..' j 


Tomb Raider II ^ 


Introduction 

Legend has it that when you drive the dagger of Xian into your heart, you acquire the 
power of the dragon. Literally. 


In Game Controls 

Cursor Keys 


Run Forward 

Down 

J ump Back 


Turn Right 

Left 

Turn Left 

cm 

Action 

Alt 

Jurrp 

Sjpaoe Bar 

Draw Weapon 

/ Kfey 

Gef/Throw Flare 

KEVpad 0 (Ins) 

Look 

SNft 

Walk 

Delete 

Side Step Ld^t 

End 

Roll 

F^ge Down 

Side Step Right 

Escape 

Dsplays Menu Rings 

Menu Ring 

Controls 


Use Up and Down on the Cursor Keys and use the Action 
Key to select throughout all menus 

Use Left and Right to toggle through individual 
category options 




Hotkeys 

Keys 

1 ~6 


8 

9 

O 


Directly select available weapons 
Use Small Medi-pack 
Use Large Medi-pack 
Draw Flare 


FI 

F2 

F3 

F4 


Reduce screen resolution 
Increase screen resolution 
Reduce game window 
I ncrease game wi ndow 


F5 Short-cut to Save Game Passport Page 

F6 Short-cut to Load Game Passport Page 


F7 Perspective correction toggle (detail level) 

F12 T oggi e between f ul I - screen and wi ndow mode 


Hotkeys for 3D Graphics Accelerator cards 


SNft FI 
SNft F2 
F7 
F8 

SfNft F8 
F9 
FlO 
F31 


Reduce colour depth 

Increase colour depth 

Toggle for Z- buffering on / off 

Toggle bilinear filtering on / off 

Toggle perspective correction on / off 

Toggle Fog on / off 

Toggle nip- mapping on / off 

Toggle dithering on / off 




: 
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Starting The Game 

Following a short introductory FMV sequence you will be 
presented with the 

Passport main game options 

The passport allows you to start a new game load a 
pre/iously saved game or quit. Press Action and the 
passport will flip open. Pressing and Right flips you 
through the pages of the passport. The first page allows you to choose and 
load a previously saved game. The middle pages will start a new game. 

The last page of the passport quits the game 


Polaroid Lara’s home 

Choose the Polaroid to access the interactive training lo/el. Lara will 
explain how the game controls work 

To exit the Assault Course press the Escape K&/ and use the exit option 
within the passport. 


Personal Stereo sound effects and music 

Press Action on the Personal Stereo, and you will be presented with two bars^ 
the top bar sdts sound effects volume the lower bar sdts music volume 
Press Up and Down to toggle between sound and music 
Press and Right to adjust volume. 


Key configuration 

Press Action on the Keyboard Option and you will be presented with a list of 
default keyboard controls Use Left and Right Cursor K^ to select the user 
configurable keys Once here use the Cursor Keys to highlight any key you 
wish to change. Pressing Action on a highlighted control followed by another 
key will change control to that particular key. 


I 




Actions 

Moving 

Running 

Pressing Up moves Lara forward at a running pace 
Pressing Down makes Lara jump back a short distance 
Pressing L^ or Right turns Lara Ld^ or Right. 

Walking 

By pressing the Walk button in conjunction with the Cursor Keys Lara can carefully walk forwards 
or backwards Whilst the Walk button is held down, Lara will not fall off any edge - if you walk up 
to an edge Lara will automatically stop. 

Side Steps 

Sidestep right and Id^ do exactly as you might imagine 

Roll 

Selecting Roll will make Lara roll forward, and finish up facing the opposite direction. This also 
works when Lara is underwater. Roll may also be activated by pressing the Up and Down Cursor 
Keys simultaneously. 

Jumping 

Lara can jump in any direction, to e/ade her enemes 
Press the j ump Key and Lara will jump straight up into the air. 

If you press a Cursor Key immediately after pressing J ump, Lara will jump in that direction. 

In addition, pressing Down or Roll straight after starting a forward jump makes Lara somersault in 
the air and land facing the opposite direction. This also works when jumping backwards by pressing 
Up or Roll immediately after takeoff. 


Swimming 

Underwater 

If Lara finds a deep pcx)l of water, she can jump in, and 
have a jolly good swim around. Lara can hold her breath 
for about two minutes; if she is still underwater after that 
she'll drown. 

Pressing Up, Down, Left or Right makes Lara rotate in 
that direction. 

Pressing J ump makes Lara swim 

Lara can pull leers and pick up objects under water. 

J ust position Lara as close as you can and press Action. 

Swimming on the surface 

Ld^ and Right will rotate her, and Up and Down make her 
swim in those directions You can also use the side step 
actions to swim Ld^ or Right when on the surface of the 
water. 

Pressing J ump will make Lara dive under the surface 
again, whilst pressing Action when Lara is close to an 
edge will make her climb out. 

Wading in shallow water 

Lara won't SA/im in waist deep water; instead she wades 
The controls are basically the same as when she is on dry 
land, except it is slower going and she can only jump on 
the spot, not in a direction. 




Attacking 


Lara starts the game carrying two pistols and a shotgun. Later in the game she may find some e>ctra 
weapons Note that the pistols have unlimited ammunition, but the shotgun requires shells to be 
picked up to use 



Shooting 

Press Draw and Lara will draw her guns If she sees something she 
doesn't like the look of she will point her guns at it. If there are 
multiple enemies Lara will lock on to different targets choosing the 
best one as she sees fit. 


Pressing Action while Lara is aiming at something will assign that 
enerri/ as the current target. It will remain as the current target 
indefinitely while the Action button is held down, regardless of 
whether or not Lara loses her lock. While the Action button is held, 
Lara will only fire at the current targdt, ignoring any other 
enerry in the vicinity. If Lara loses aght of the enemy, it will 
break her lock, but that enerriy will still be assigned as the 
current target. 

The camera will track the current target, so even if Lara 
loses sight of it, you can still see where it is 


To make Lara continue shooting the current target 
after she has lost her lock, simply point her in the 
right direction and Bob's your uncle. 


If you want to shoot a different enerry, simply let 
go of Action , and Lara will pick a new target. 


While you have your guns out, Lara can no 
longer do anything that would in\el\e the use of 
her hands These actions are described below. 



Other Actions 

Vaulting 

If Lara is faced with an obstacle that she can climb over, pressing Up and Action will make her vault 
onto it. 


Climbing 

Some walls are climbable If Lara comes across such a 
surface^ pressing Up and Action will make her jump up 
(if there is room) and catch handholds on the wall. She 
will only hang on whilst Action is held down. She can 
then be made to climb up, down, 1^ and right by 
pressing the Cursor Keys Pressing J ump will make Lara 
jump backwards away from the wall. 

Grabbing hold 

If Lara is near to a ledge while she is jumping, pressing and holding the Action Key will allow her to 
grab the ledge in front of her and hang there If a wall is climbable Lara can catch onto it 
anywhere (not just ledges). Press Left or Right, and Lara will shimmy sideways Pressing Up will 
make Lara climb up to the I eel above. Let go of Action and Lara will drop. 

Picking objects up 

Lara can retriee objects and store them in her inventory. Position Lara so that the object you want 
to retriee is in front of her feet. Press the Action Key and she will pick it up. 

Often, enemies will drop objects when they are killed, it's always worth checking out their bodies 
just in case. 

Using switches 

Position Lara so that the switch is in front of her. Press the Action K^ and she will use it. 
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Using puzzle items/keys 

Position Lara so that the object receptor is in front of her. Press the Action Key and the 
Inventory Ring will appear. Left and Right will allow you to select the object you want to try 
and pressing Action again will use it. 

Using Flares 

If Lara finds herself in the dark and has any flares in her inventory, she can get one out and 
light it by pressing the Flare button. This will light up her surroundings for a minute or so, 
and whilst she is carrying it she can still vault or climb - they o/en work underwater. If she 
wishes to discard the flare, it can be thrown a short distance by pressing the Flare button 
again. She will also drop it automatically when it goes out or she draws her weapons 

Pushing/pulling objects 

Lara can push certain blocks around and use them to climb up to greater heights 
Stand in front of the block and hold down Action, Lara will get into her ready stance Once 
she is ready press Down to pull the block, and Up to push it, or if you decide you no longer 
wish to carry on with this task, simply release the Action Key. 

Looking around 

Pressing the Look Key will make the camera go directly behind Lara, whato/er the camera is 
currently doing. With the Look button held down, the Cursor Keys allow Lara to look around 
her. Once you let go of the key, the view returns to normal. (TIP: if you are trying to line Lara 
up for a jump, and the camera is in an awkward position, pressing just the Look Key on it's 
own will show you exactly what direction she is facing.) 



Using Vehicles 

On certain le/els^ Lara may encounter vehicles which she can 
use during the le/el. To get on board, rrove up to 
the side of the vehicle and press Action . Once 
on, the Cursor Keys control rrovement 
exactly as on foot, except a bit 
faster. The \A^lk button 
rrakes the vehicle move more 
slowly (but it won't stop it 
going over edgesv so canrful). Pressing 
Action will either make the vehicle 
travel much faster or fine the 
vehicle weapons if it has them 
Note that when a vehide is 
travelling faster because 
Action is bang pressed, Lara 
will take damage if she 
crashes into anything. 


To get off the \^ida 
press] unp and Ld^t or 
Right to choose which 
side to exit. 
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In Game Menu Rings 

Whilst in-game pressing Escape will display the Menu Rings 

Press and Right to rotate the menu ring. 

Press Action to select the forerrost item 

Press Up or Down to swap between Inventory, Items and Options rings (see Menu Ring for details 
of the options available). 

Press Escape to deselect an itern and press Escape again to exit the Menu Rings 


Inventory Ring 

Stopwatch 

Select the Stopwatch to display the time you have spent 
playing the current leel plus other statistics 

Weapons 

The pistols are, by default, selected and ready to use. If 
wish to use another weapon (the shotgun, or one that 
you have found) simply select it and press Action. You 
can also see how much ammo is available to you here. 

Small Medi Pack 

Using a small medi pack (when collected) will restore 1/2 of Lara's health. 

Large Medi Pack 

Using a large medi pack (when collected) will fully restore Lara's health. 






You may also use F6 as a short-cut key to the Load Game 
Passport page 


Personal Stereo 

In this case, for usage descriptions refer to Starting The Game as it 
does exactly the same as described there 


s 


Options Ring 

Passport 


Here the options open to you are Load Game, Save Game or Quit to 
Title Screen. 


Save Game 


To save the game at any point, bring up the Passport Screen and 
select Save Game Select a slot and press Action, your Save Game 
will be automatically named. 


You may also use F5 as a short-cut key to the Sa\^ Game 
Passport page 


Load Game 


To load a pre/iously save game proceed to the Menu Ring select 
the Passport and choose and select the game you wish to 
load. 





Statistics Screen 

At the end of each la/el you are presented with a Statistics screen, here you will be able to judge 
just how well you have performed. 

At the successful corrpletion of each leNel your health will be restored to 100%. 

If you die in-game you will be presented with the Passport Screen. Here you will be given the 
opportunity to Load a pre/iously saved game or Quit to the Title Screen. 
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Limited Warranty 


Cixie Design Lid/'^ warrants to the 
original purchaser of this Cbre Design 
Liri/” productthattherrediurnon 
which the corrpuber program is reconded 
is free from defects in rnaterials and 
workmanship for a period of rinety (90) 
da^s formthe date of purchase This 
Chre Design software is sold "as 
is", without express of lirrited warrarty 
of any Wrxl, ard Cirre Design Utd/" is 
not liable for any losses or damages of 
ary kind resulting from the use of this 
program Cbre Design Utd/" agrees to 
repair or replace at its option, free of 
charge any Core Design Utd/” software 
product, postage paid, with proof of date 
of purchase at its Customer Service 
Center. 

Replacerrert of the software freeof 
charge to the original purchaser, is the 
full extent of our liability please mail ta 


Gore Design Ltd., SSi^hboume Rd., 
Derby DE22 BPS, Bigland. 

Rease allcw 28 da^ from despatch for 
return of your software 

This warrarty is rx* applicable to rormal 
wear and tear. This v\arrarty shall not 
be applicable and shall be \od if the 
defect in the Core Design Ltd. 
software product has arisen thirou^ 
abuse unreasonable use rrisfreatmert: 
or neglect. THS \A/5RR/wry IS IN UEU C^ 
ALL C3n-ER \AARRANTIES NO C3^ 

Fe^RESElWmONI CR CIAIIVB CF AW 

NATURE Shm_ BE 

BlINDNGCRCBUGATEq OCREDESIOM 
Dm"" , AlWIMPUED WARRANTIES 
APPUCABLE TOTHS SCFTWAftE 

pfotuct; incudnc warfanttes cf 

MEFOAWAaUTYAIND FITNESS FCRA 


PARTTGULAR PURPG6E AFTE UMITHDTO 
TT-E NINETY (90) DAY PERICD DESCRIBED 
ABOVE IN NO EVENT WLLGCRE DESIGN 
LTD"" BE UABLEFCR ANY SPBOAL 
INOT^BWAL CR CENSEQUENTTAL 
DAWAffiS RESULTING FRQVI 
PG6SESSICN LEE CR MALFUNCTTCN CF 
THSGCREIIESiaVLTD"" PRCnJCT 
THS IN NO WY AFFECTS 'lOJR 
SXATUTCKY RQ-TTS 

TTts corrputer program ard its 
associated docurrertation ard materials 
are protected by both National ard 
Irtiemational copyright law. 
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